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Executive	Summary	 		Global	trends	in	urbanization	show	a	gradual	decrease	in	the	population	of	rural	areas.	Ties	between	older	and	younger	generations	are	weakened	as	working	age	individuals	move	disproportionately	towards	urban	areas	from	rural	environments.	These	generational	gaps	cause	a	weakening	of	the	relationships	between	community	members,	with	the	younger	school	age	children	becoming	increasingly	disconnected	from	the	above	65	age	bracket.	This	trend	is	seen	in	rural	and	remote	municipalities	in	Denmark,	where	census	data	reveals	a	noticeable	demographic	shift	of	increased	average	age. 	  Møn,	an	island	located	in	one	such	rural	municipality,	is	an	area	that	has	experienced	these	demographic	changes	associated	with	urbanization.	The	total	resident	population	on	Møn	has	decreased	from	10,294	in	2007	to	9,385	in	2017,	showing	an	8.8%	reduction.	The	decrease	in	overall	population	size	and	the	changing	in	the	age	of	the	populace	is	presently	putting	Møn	at	risk	for	significant	rural	marginalization.	This	effect	is	further	driven	by	the	growing	gaps	between	the	generations	of	island	residents.	Rural	marginalization	is	a	socioeconomic	phenomenon	that	encompasses	decreased	representation	in	government,	an	overall	weakening	of	the	community’s	identity,	and	an	increasing	prevalence	of	social	exclusion,	a	term	used	to	describe	a	decrease	in	sense	of	belongingness. 	  Technology	can	be	used	to	reduce	these	feelings	of	social	exclusion.	With	social	media	and	technology	becoming	popular	modes	of	communication,	mobile	applications	and	websites	have	the	potential	to	unite	different	generations	in	regards	to	communication.	These	types	of	technologies	can	then	be	used	as	solutions	in	bridging	generational	gaps.	Engaging	communication	online	can	also	translate	directly	to	the	development	of	relationships	between	community	members	as	well	as	a	personal	feeling	of	belonging	in	online	communities.	Bridging	generational	gaps	and	strengthening	the	sense	of	belonging	among	groups	of	people	can	reduce	social	exclusion. 	  
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younger	and	older	generations.		Facebook	turns	15	years	old	in	2019,	indicating	that	many	youths	do	not	remember	a	time	without	Facebook	and	related	social	media	platforms.	As	a	result,	it	is	not	surprising	that	millennials	use	social	media	more	than	older	generations.	Fifty-three	percent	of	millennials	check	Snapchat	daily,	“which	is	three	times	more	than	Generation	Xers	and	eight	times	more	than	baby	boomers”	(Manifest,	2018).	However,	a	common	misconception	among	people	nowadays	is	that	“baby	boomers	aren’t	online”	(Jafrey,	2018).	Baby	boomers	“check	Facebook	more	than	millennials”	(Manifest,	2018),	and	according	to	a	study	done	by	Google,	“boomers	and	seniors	spend	more	time	online	than	they	do	watching	TV”	(Jafrey,	2018),	indicating	that	older	generations	are	just	as	capable	of	adapting	to	today’s	advancing	technology	as	younger	generations	are.	In	order	to	begin	bridging	generational	gaps,	it	is	important	to	understand	the	cause	for	these	gaps.	While	“Snapchat	and	Instagram	are	the	top	social	apps	for	teens”	(EMarketer,	2018),	“baby	boomers	continue	to	favor	Facebook	over	the	other	social	apps,	mainly	to	stay	in	touch	with	family	and	friends”	(EMarketer,	2018),	showing	that	the	main	difference	in	communication	between	the	two	generations	is	based	on	preference.	Because	social	media	and	technology	are	becoming	popular	modes	of	communication	across	many	different	platforms,	“internet-based,	mobile	and	pervasive	computing	solutions	have	the	potential	for	re-engaging	different	generations	in	communication”	(Fitzpatrick,	Harley,	Kurniawan,	Vetere,	2009),	and	can	be	used	as	a	solution	in	bridging	generational	gaps.	Although	“face-to-face	communication	remains	the	ideal	way	of	communicating	for	all	generations”	(Venter,	2017,	p.	505),	digital	communication	is	becoming	increasingly	accessible	and	convenient	for	all	people.	 
 In	addition	to	bridging	generational	gaps,	online	platforms	can	help	fight	social	exclusion.	Social	networking	websites	provide	more	than	just	a	place	for	people	of	all	ages	to	engage	with	each	other.	They	also	help	strengthen	individual	social	identities	and	interpersonal	relationships	through	a	newfound	sense	of	belonging.	A	study	conducted	by	Hung-Pin	Shih	and	Echo	Huang	(2014)	examined	the	connection	between	participation	in	online	virtual	communities	and	satisfaction	felt	from	social	interaction.	The	peer-reviewed	study	involved	a	survey	of	virtual	community	members	that	questioned	how	the	users’	gauged	their	sense	of	freedom,	transparency,	and	shared	values	within	the	virtual	community.	
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Møn	Friskole		-	Private	school	located	in	the	town	of	Stege	on	Møn 8th	Grade,	one	class,	~20	students 9th	Grade,	one	class,	~20	students 
 
Stege	Skole	-	Public	school	in	the	town	of	Stege 8th	Grade,	three	classes,	~60	students 
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 Each	workshop	session	was	conducted	using	the	same	methodology.	Each	class	consisted	of	approximately	20	students.	The	teacher	of	the	class	organized	the	students	into	four	equal	groups	of	around	five	students.	Small	groups	were	selected	in	order	to	encourage	participation	and	input	from	students	who	may	not	have	been	comfortable	speaking	in	larger	groups.	The	teacher	also	identified	any	students	who	needed	additional	help	in	translating	from	English	to	Danish	in	order	to	ensure	that	those	students	were	able	to	fully	participate.	The	groups	were	organized	according	to	the	premise	that	the	ideal	number	of	people	per	group	should	fall	in	the	range	of	five	to	eight	(Krueger,	Casey,	2009,	p.	67).	Furthermore,	an	odd	number	of	group	participants	was	selected	in	order	to	ensure	that	there	was	no	even	split	in	opinions. 
 To	allow	the	students	to	participate	in	the	workshops,	two	phases	of	approval	had	to	be	secured.	First,	the	school	administration	signed	a	consent	form	that	gave	permission	to	involve	the	students.	This	was	done	in	accordance	with	Danish	protocol,	which	is	that	parents/guardians	of	students	empower	the	school	administration	to	give	such	consent.	The	consent	form	is	shown	in	Appendix	III.	Second,	the	students	were	read	a	consent	statement,	shown	in	Appendix	I.	 

























3.6.1	Interviews Once	Objective	3	was	completed,	the	initial	prototype	was	updated	with	the	workshop	feedback	to	create	a	second	prototype.	This	prototype	was	then	evaluated	through	testing	interviews.	To	begin,	the	website	was	presented	to	a	new	group	of	islanders.	People	who	had	previously	been	a	part	of	the	development	process	were	not	included	in	the	testing	of	the	final	product.	The	interviews	were	able	to	indicate	any	faults	in	the	developed	platform,	as	well	as	any	general	user	sentiments.	The	sampling	frame	contained	anyone	within	the	community	on	the	island	of	Møn.	Residents	who	were	willing	to	explore	and	evaluate	the	platform	prototype	were	selected	as	interviewees.	Interviews	were	chosen	as	the	method	best	suited	for	this	objective	because	it	helped	to	ensure	that	the	platform	still	offered	exactly	what	the	community	wanted	after	the	first	round	of	revisions.		 	 The	participants	of	the	second	round	of	testing	were	given	an	evaluation	form	to	fill	out	during	their	semi-structured	interview.	The	evaluation	form	is	shown	in	Appendix	V.	The	questions	listed	in	the	evaluation	form	helped	to	assist	in	properly	differentiating	a	good	review	from	a	bad	review	(“Structured	interviewing”,	2009).	The	questions	in	the	evaluation	form	asked	for	opinions	on	content,	ease	of	navigation,	needs,	engagement,	and	aesthetics. 
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priority	the	sponsors	assigned	to	each	item.	The	priority	was	determined	by	emphasis	and	frequency	of	each	coded	feature	within	the	interview	transcript,	and	the	finalized	list	was	validated	by	the	founders. 
 
High	Priority Mid	Priority Low	Priority 
Ability	to	display	themes Tagging	 Calendar Comments 
• Logged	in	to	comment	 “Layers” Email	database Media	content 
• Videos,	vlogs	
• Podcasts,	polls		 Prioritizing	user	feed	based	on	interests 
 










Discourse Eliminated Primary	Feature	Failure:	 Incapable	of	Displaying	Themes Wordpress Eliminated Founder	Preference,	Outdated Squarespace Sustained N/a 
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Features Wix Squarespace 
Ability	to	display	themes ✔ ✔ 
Logged	in	to	comment ✔ ✔ 
Different	media	content	 ✔ ✔ 
Chronological	content ✔ ✔ 
User	profiles ✔ ✔ 
Ability	to	contact	webmaster(s) ✔ ✔ 
Ease	of	Administration ✔ ✔ 
Forum ✔ ✔ 
Mobile	optimization ✔ ✔ 





Aesthetically	Pleasing	Design ✔ ✔ 
Users	searchable	by	interests 
  
Share	buttons	for	external	media ✔ ✔ 
Calendar ✔ ✔ 
Email	database ✔ ✔ 
Table	3.	Feature	Comparison	of	Two	Final	Platform	Options 	 Working	prototypes	were	created	using	both	sites,	and	the	sponsors	were	presented	with	both	options	to	look	over.	As	seen	in	the	table	above,	Wix	offered	more	desired	features	than	Squarespace.	Wix’s	ability	to	provide	different	layers	and	categories	of	content	in	addition	to	its	ease	of	use,	aesthetically	pleasing	layouts,	and	multiple	options	for	helpful	add-ins	made	it	the	better	platform	option.	Squarespace	was	ultimately	rejected	because	of	its	slightly	more	rigid	template	structure,	its	less	intuitive	user	interface,	and	its	inability	to	




4.3.1	Student	Workshops	  As	part	of	the	workshop,	the	students	were	given	the	chance	to	design	their	own	website	specific	to	Møn	on	paper.	They	were	given	around	10-15	minutes	to	draw	templates	of	a	sample	website	and	what	they	believed	should	be	on	it.	Approximately	60	drawings	in	total	were	collected	from	the	student	workshops.	Three	of	these	drawings	are	shown	in	Figure	5	below	as	examples.		These	three	were	chosen	because	they	were	representative	of	the	larger	data	set,	and	because	of	the	range	of	ideas	presented	in	each	drawing.	Four	other	examples	of	student	drawing	are	shown	in	Appendix	X,	while	the	remaining	drawings	are	archived	in	E-files	Appendix	XI.	During	the	workshop,	each	student	presented	their	drawing	to	the	rest	of	their	small	group,	and	important	aspects	of	the	drawings	were	recorded	as	part	of	the	interview	notes,	which	were	later	typed	and	coded.	In	this	way,	all	of	the	student	drawings	were	used	to	provide	new	creative	ideas	regarding	the	layout	and	structure	of	the	platform,	as	well	as	the	type	of	content	the	students	wanted	to	see	included.	 
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Code Occurrence Facebook 7	positive	mentions 12	negative	mentions Messenger 7	positive	mentions 0	negative	mentions Snapchat 10	positive	mentions 0	negative	mentions Instagram 5	positive	mentions 1	negative	mention 
Communication 8	-	communication	between	schools 2	-	communication	about	clubs 9	-	online	communication 3	-		in	person	communication Interests 3	-	generally	positive	 8	-	gaming 8	-	sports 1	-	famous	people Design	of	Platform 6	positive	mentions 3	negative	mentions Global	Scale 5	positive	mentions 0	negative	mentions Trends/Viral	Videos 6	positive	mentions 0	negative	mentions 
Content 1	mention	of	tourism 5	mentions	of	news 
Desired	Features 













Facebook 10	positive	mentions 4	negative	mentions 
Messenger 3	positive	mentions 0	negative	mentions Snapchat 1	positive	mention 0	negative	mentions Instagram 4	positive	mentions 0	negative	mentions Website	Design 2	positive	mentions 1	negative	mention 
Communication 3	mentions	of	in	person	communication 8	mentions	of	online	communication 3	mentions	of	communication	by	newspaper 
Content 1	negative	mention 4	mentions	of	content	for	youth 4	mentions	of	news 3	mentions	of	cinema 1	mention	of	content	related	to	municipal	councils Desired	Features 2	mentions	of	need	for	an	app 1	mention	of	dual	language	capabilities	(English	and	Danish) 
Table	continues	on	the	next	page	
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Code	 Occurrence	

















Feature Relevance	to	Users Aligned	with	Sponsor	Vision? 
Home	page	with	media,	recent	posts,	calendar Youth	and	Adults:	Constantly	updating	news	feed,	events	more	accessible. Yes.	Homepage	aggregates	features	that	were	directly	determined	from	sponsor	vision. Danish/English	Language	Toggle Youth	and	Adults:	Site	more	accessible	by	community. Yes.	Better	accessibility	in	target	user	groups	improves	engagement. 
Google	Calendar	Integration Youth	and	Adults:	see	current	events,	make	calendar	universal	across	Møn. 
Yes.	Additionally,	integrating	google	calendar	improves	ease	of	administration,	as	well	as	sharing	events	between	organizations. 
Private	Messaging Youth:	requested	feature Yes.	Improves	engagement	and	communication. Friends Youth:	requested	feature No.	Contrary	to	preference	against	strong	social-media	styling.	 
Global	News Youth:	requested	feature No.	Largely	outside	the	desired	scope	for	platform. 
Table	6.	Feature	Analysis	for	Second	Platform	Iteration	 
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After	this	comparison,	the	selected	features	included	a	“home”	page	featuring	recent	activity,	an	embedded	Google	calendar	featuring	events	happening	on	the	island,	a	language	toggle	between	Danish	and	English,	and	the	ability	to	send	private	messages	between	individual	members.	These	features	align	with	the	mission	of	the	sponsoring	organization,	and	their	vision	for	the	platform:	to	unite	the	Møn	community	through	discussion	forums	and	news	media	regarding	the	island,	and	to	facilitate	the	engagement	of	community	members	at	events.	These	features	were	designed	and	implemented	in	order	to	prepare	the	second	iteration	of	the	platform	prototype	for	Objective	4.		Screenshots	of	the	platform	prototype	at	this	stage	can	be	found	in	Appendix	VII,	which	show	the	features	added	or	changed	from	the	first	iteration. 
4.4	Objective	4:	Evaluate	the	Prototype A	total	of	five	criteria	were	used	to	evaluate	the	second	iteration	of	the	site.	A	total	of	six	individuals,	all	adults,	were	interviewed.	After	being	given	a	chance	to	explore	the	website	and	become	comfortable	with	the	prototype,	each	participant	was	asked	to	fill	out	an	evaluation	form	where	they	were	given	the	chance	to	rank	each	of	the	five	criteria on a	scale	from	1	to	5,	5	being	a	high	score	and	1	being	a	low	score.	The	results	from	the	six	participants	were	averaged	for	each	category	and	are	displayed	in	Table	7	below.	The	complete	set	of	data	can	be	found	in	Appendix	IX. 
 
Criteria Averaged	Score	(out	of	5) Content 4.3 Navigation 4.2 Needs 3.8 Engagement 4.0 Aesthetic 3.7 
Table	7.	Averaged	Scores	for	Evaluation	Criteria. 
 All	five	criteria	had	similar	average	scores	of	about	4.	In	conjunction	with	the	additional	comments	some	participants	chose	to	supply	on	the	evaluation	forms,	it	was	determined	
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• To	meet	and	communicate	with	other	community	members	who	share	their	interests	Regarding	the	design	of	the	platform	prototype	specifically,	the	youth	wanted	a	more	social-media-like	feel	with	associated	functionality,	while	the	adults	wanted	a	more	simple	design	layout.	 	  Throughout	the	iterative	design	process	of	developing	the	web	platform	prototype,	features	were	identified	that	could	be	added	in	order	to	meet	the	needs	of	both	the	youth	and	the	adults	on	the	island.	Features	that	were	added	during	the	later	iterations	were	identified	according	to	the	priorities	and	desires	that	both	groups	had	in	common,	in	order	to	ensure	that	the	revisions	would	make	the	platform	more	interesting	and	useful	for	both	youth	and	adults.	The	features	were	analyzed	to	determine	whether	or	not	they	met	with	the	sponsoring	organization’s	overall	vision	for	the	platform	before	any	changes	were	made	to	the	site.	The	human	centered	design	approach	and	associated	iterative	process	made	it	possible	for	the	platform	prototype	to	meet	the	needs	of	potential	users	while	still	maintaining	the	sponsors’	overall	vision	for	the	site.	 
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	  The	next	recommendation	is	to	build	an	Instagram	profile	that	can	be	linked	to	the	website.	In	this	way,	pictures,	videos,	and	other	media	pertaining	to	the	island	can	be	easily	displayed	and	can	be	widely	shared	by	members	of	the	platform.	The	gallery	feature	offered	by	Wix	has	some	ability	to	display	media,	but	would	not	be	as	wide	reaching	as	Instagram.	Instagram	can	be	used	to	generate	publicity	and	draw	in	users	beyond	the	scope	of	people	that	the	platform	might	otherwise	reach,	and	also	allows	for	a	social	media	aspect	to	the	website	that	might	encourage	users.	The	youth	in	particular	mentioned	Instagram	as	a	popular	form	of	media	that	they	use	to	engage	with	others	on	the	island.	Linking	some	Instagram	functionality	to	the	website	would	offer	the	youth	some	desired	social-media	feel	without	changing	the	vision	of	the	website.	 	  The	final	recommendation	that	we	have	for	our	sponsoring	organization	is	to	find	a	physical	space	that	can	be	associated	with	the	online	platform.	A	physical	space	would	help	to	further	foster	and	strengthen	a	sense	of	community	on	Møn	by	giving	the	platform	users	a	place	to	host	events	and	meetings.	It	would	also	encourage	community	members	who	connect	online	over	shared	interests	to	meet	in	person	for	further	discussion.	Furthermore,	it	would	allow	the	youth	to	have	a	place	to	hang	out	outside	of	school	or	their	homes	on	the	island	and	would	encourage	deeper	in	person	connections	to	form	instead	of	relying	solely	on	online	communication.		There	is	presently	no	community	center	of	this	type	on	Møn.		To	assist	Island	Living	in	a	Global	Age		 		  Overall,	our	team	believes	that	Island	Living	in	a	Global	Age	will	benefit	from	following	these	recommendations	to	support	the	success	of	both	their	online	media/community	platform,	as	well	as	the	growth	of	their	organization	as	a	whole. 
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give	consent	on	their	behalf.				 	School,	Grade,	and	Class	(please	print)			 	Teacher	Name	(please	print)			 	Teacher	Signature																																																																																																																																																														Date 	
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Appendix	IV	Participation	Form	and	Statement	of	Rights	We	are	students	at	Worcester	Polytechnic	Institute	in	Worcester,	Massachusetts.	We	are	conducting	a	research	project	on	behalf	of	Island	Living	in	a	Global	Age	to	determine	if	there	would	be	interest	in	releasing	a	new	community/media	platform	for	the	entire	island	to	use.	As	part	of	this	project,	we	are	conducting	a	series	of	interviews	in	order	to	gauge	interest	regarding	this	platform.	We	have	asked	you	to	participate	because	we	believe	you	have	unique	knowledge	of	this	issue	and	will	be	valuable	to	the	project.		Before	we	begin,	we	would	like	to	thank	you	for	taking	the	time	to	participate	in	the	interview	which	will	last	about	10	minutes.	Your	participation	is	entirely	voluntary.	You	may	refuse	to	discuss	any	question	or	terminate	the	interview	at	any	time.	WIth	your	permission	we	would	like	to	record	the	interview.	The	tapes,	notes,	and	subsequent	transcripts	of	the	interview	will	be	kept	confidential,	and	will	be	accessible	by	only	the	members	of	the	team	and	our	immediate	faculty	advisors.	Your	name	will	not	be	used	in	any	subsequent	report	or	publication	without	your	permission.		If	you	consent	to	be	interviewed	at	this	time,	we	would	ask	that	you	indicate	your	agreement	below:			I	agree	to	participate	in	the	interview.				_____________________________	 	 	 	 	 _____________________________	Interviewee	Signature	 	 	 	 	 	 Date					_____________________________	 	Interviewee	Name	 					Please	initial	for	permission	to	record.				___________________	Interviewee	Initials	
Island	Living	in	a	Global	Age	 	 56 
	 Appendix	V	Evaluation	Form		1. Does	the	platform	have	content	that	you	find	useful?		 Strongly	Disagree	 Disagree	 Indifferent	 Agree	 Strongly	Agree	1	 2	 3	 4	 5		Any	additional	comments?						2. Is	the	platform	easy	to	navigate?		 Very	Difficult	 Difficult	 Indifferent	 Easy	 Very	Easy	1	 2	 3	 4	 5		Any	additional	comments?						3. Do	the	functions	of	the	platform	serve	your	needs?		 Strongly	Disagree	 Disagree	 Indifferent	 Agree	 Strongly	Agree	1	 2	 3	 4	 5		Any	additional	comments?				
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	 4. Can	you	see	yourself	using	the	platform	to	engage	with	community	matters?		 Strongly	Disagree	 Disagree	 Indifferent	 Agree	 Strongly	Agree	1	 2	 3	 4	 5		Any	additional	comments?					5. Do	you	find	the	aesthetic	design	of	the	platform	visually	pleasing?		 Strongly	Disagree	 Disagree	 Indifferent	 Agree	 Strongly	Agree	1	 2	 3	 4	 5		Any	additional	comments? 	
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The	second	most	important	page	in	this	iteration	was	a	discussion	forum.	Users,	once	logged	into	accounts,	can	make	posts	and	comments	within	a	variety	of	categories.	Categories	initially	match	the	“Themes”	from	the	media	page,	but	additional	categories	can	be	added	by	administrators.	 			 	
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Appendix	IX	Evaluation	Form	Raw	Data		
		This	is	the	raw	data	collected	from	the	evaluation	forms	used	in	the	final	interviews.	The	scores	are	on	a	scale	of	1	to	5,	1	being	strongly	dissatisfied	and	5	being	strongly	satisfied.																										 	
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Appendix	XI	E-Files		
Description	 File	Name/Link	Link	to	Final	Website	 https://islandliving19.wixsite.com/mysite	Link	to	Student	Drawings	 StudentDrawingsArchive.zip	Link	to	Transition	Document	 TechnologyTransitionDocument.docx	Link	to	Prospectus	Template	 ProspectusTemplate.pdf		 	
